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And the Rave Continues... 


It’s 1:41 PM on a Sunday morning. The Sunday morning that I take 
Game Rave to the printers. The last week and a half has consisted of staying 
up till 4am in the morning each night, fighting of the arthritis of typing and 
laying out two issues simultaneously, watching my office turn to shambles 
(due to no time to clean it up), and watching in horror the day before we go to 
press as Sega shuts down a third of their operations. Much to say, ve earned 
the bags that are under my eyes. And the funny thing is, [’'m smiling like a 
baby. 

Because this is what I want to do with my life. I love video games, © 
and it’s times like this that really show how much hard work pays off, and 
how much more it will take to get the magazine even closer to being all that it 
can. | 

With this issue, starts the Game Rave Subscription, where you can 
now get this lovely labor of love mailed right to your own house. And guess 
what? Unlike the pro mags, we actually mail them the day it comes back 
from press. So the mail/in-store timing is only off by a few days. Not a few 
months. 

The compliments have also been coming in, both from the Mini #0’s 
questionnaires or readers letters. This is extremely helpful to a weary soul, 
especially when it helps one realize that all the effort and hard work put into 
the magazine aren’t for nothing. 

Speaking of souls, | want to take this time to thank my entire staff for 
all the work that they have put into the magazine. From honest reviews, to 


| incredible artwork, to great in-depth stuff, and mucho above-and-beyond-the- 


call-of duty performances, it’s a biessing I have been given. 

Some of the more avid Game Rave readers may take notice that we 
have had a different look almost every issue. This is because we’re trying to 
find the right ‘look’, and it'll take the response of the readers to help us know 
what’s right and wrong. If you see something you like, be it the way a review 
is laid out, or the way a graphic is, tell us, and tf it gets enough response, 
we Il keep it that way. 

With the Year in Review out of the way, next issue will feature a 
spread on the latest in arcade amusement, the ‘mature’ based arcades, where 
there’s more then just cute little animals and a Mortal Kombat 4 machine. 

So for now, enjoy the issue. I have a feeling that 1998 will be a Rav- 
ing good time. 


“Daylight? What’s that?” 


Jason Dvorak 
Editor in Chief 


Sony, the electronic giant does it 
again. My vote for most likely to bend to 
public will, Sony has more (not all) of 
the right cards than any other console. 
They still deserve a kick in the head for 
the unadmitted defective early PSX, 
throwing the ‘system’ plug format on the 
new PSX, and handcuffing 2D develop- 
ment. 

Still; pound for pound, no other 
system has more industry muscle behind 
it, nor as much potential at this point. 
This can easily change if Sony descends 
into the holier-than-thou attitude that a 
certain hardware manufacturer has and 
they forget how to continue the success 
of the most popular next generation _ 
system. Time will tell. 

Prediction 1998: Sony will con- 
tinue to be numero uno, with some slight 
threats from Nintendo’s camp. Faired 
with 1998’s (most possible) hard hitting 
hits (Metal Gear Solid, Tekken 3, Resi- 


The Most Promising System of 1998 


After a pretty solid 1997, Sony shows almost 
no signs of stopping. 


dent Evil 2, and maybe Final Fantasy VII and 
Dragon Warrior VII) it’s pretty much in the bag for 
Sony in 1998..with a surprise shake up late 1n the year 
(you'll see). 

Prime Directive: Just have fun, as best you 


can. 
Lavell Reed 
“Darkness” 


And Then There 
Were Two 


The Playstation. The greatest, worst, and down right 
sneakiest system that I have ever been privy to. Of all the systems 
that I have bought in my gaming lifetime, this is the only system I 
would still pay it’s original price tag ($300) for. It’s also the only 
system I have ever been the most confused on. 

“You are not ready.” I was not ready for the awesome 
power that 1997 had brought me. There I was in the comfort of 
my bedroom, controller in hand, February Ist, and my import 
Final Fantasy VII would boot up for the first time. How much 
fun I had with Vandal Hearts, and Ten Pin Alley, lobal 2, FF 
Tactics, Rage Racer, Ace Combat 2, Treasure of the Deep, One, 
Crash Bandicoot 2, Colony Wars, WipeOut XL, Dracula X , Poy 
Poy, and so much more. The Playstation has proved itself many 
times over in the 3D abilities. Sony proved that they could pull of 
the best system, and they had huge 3rd Party support. Sony had a 
crown all it’s own, and everything in the world was right, for the 
moment. 

“You are not ready.” However, I was not ready for the 
turmoil and disbelief of what could also be released on the 
system. A horrid Samurai Shodown IIT, with the laughable 
‘precise translation’ line on the back. Or the horror I felt when I 
realized that Sony of America had stolen the SNK rights from US 
Saturn owners, forcing them to suffer the lack of the real versions 
of Metal Slug and SS IIT. Nor was I ready for the onslaught of 
hundreds of PSX owners crying foul to cheaply built PSX 
systems, which Sony still does not fully admit. I don’t think any 
one was ready for the flood of 3D fighters and driving games, 
that Sony has way too many of. This problem also stems into the 


fact that the PSX is slowly morphing into the NES; It’s having 
games done for it by anyone and everyone. This means that true 
gems, like Poy Poy, and Armored Core, get lost in the sea of 


games. Sony needs to have a slightly more strict ‘quality’ meter, or 


they might (mind you, that’s a *slight* might) become the N64. 
ENOS LIVES: Yes, Sony will live into the next year, 

quite comfortably, with games that Darkness mentioned, and 
more. However, Sony needs to straighten up on a few things 
before they can take off. First thing, above all else, is the RAM 
problem. Sony has this nerve-wracking tendency to put down 2D 
based games. They must wake up and realize that 2D games 
(especially fighters and platformers) still hold a large part of the 
market share. If they think the PS will survive till 2000 without 
some sort of RAM Cartridge, they are sorely mistaken. Even 3D 
Games, like 7omb Raider 2, Front Mission Alternative, and most 


sports titles are suffering from insane loading times. This can not 
stay, or the natives will get restless. 

ENOS LIVES 1998: There is no doubt that Sony’s 
1998 season will be phenomenal, but one must be wondering 
what is going through Sony’s head honcho’s mind at the moment. 
With Sega now pretty much out of the picture, and Nintendo 
playing the highwire act on the line between success/fail, Sony 
appears to have very little competition in this year. Think about 
this for a moment. Nintendo’s biggest guns this year are the too- 
hyped-to-be-THAT-good Zelda 64, Yoshi’s Story, and Mario 2. 
Look at that line up. There is absolutely nothing ‘new’ in it. Tell 
me there is some secret game buried 15 armored floors below N 
HQ, that can trounce anything Sony has, and maybe, just maybe 
Pll be worried about the competition. At the moment though, I 
think Sony’s worst enemy will turn out to be themselves... 


Jason Dvorak 
“DangerBoy” 


1997 Highlights 


-Plenty of 3rd Party support, constant weekly game 
releases. Large selection of games. 


-Huge success with games like Tomb Raider, 
Soul Blade, Final Fantasy VII, Crash Bandicoot 2, and 
others. 


-Redesigned System to take care of the huge poe 
caused by over-heating and wear. 


-Sony taking chances with original titles like Parrapa the 
Rappa and Carnage Heart. 


-The return of RPGs, with #¥ VII and Wild Arms leading 
the way. 


-Power Pricing and Greatest Hits titles allow great games 
at great prices. 


1997 Low Points 


-Limited internal Ram butchers games like Samurai 
Shodown 3, and causes many 2D games to lose quality 
points due to loading, loss of frames and game speed. 


-There are actually too many games coming out, causing 
underdogs like One, Poy Poy, and Broken Helix to get lost 
in the shuffle. 


-No plans for an upgrade card/ Ram cart leave alot of 
games to suffer long loads or horrible hack jobs. 


-No US Tobal 2, no boxing title still. 


1998 Potentials 


-With no plans for a new system till 2000, Sony can let the 
Playstation mature. 


-More quality imports being brought over. Hopefully less 
censorship. Better acting jobs in games. 


-Tekken 3 will prove what the Playstation has left in 


graphical power. 


These words are sure to bite Hiroshi Yamauchi in the rear 
end for years to come. Even though we we’re treated to 
some really great games like Star Fox 64 and Goldeneye 
007, we had to deal with quite a few duds like AeroFighters 
and F-/ Pole Position. 

After starting off with a sad showing of initial games for 
the system in 1996 Nintendo had a lot to prove in 1997 to 
make a stand against Sony. Now, I loved Mario 64 just as 
much as the next person, but a system needs more than one 
game to compete. When Mario 64 was released it had a 
huge impact on the system in many ways, some of which we 
are still seeing. First off, many companies who had planned 
to release games for the N64 looked at Mario 64 and went 
back to the drawing board. As a result we had to wait much 
longer for a decent list of games to chose from, in some 
ways that is good and in some that is bad. In the good, we 
will be treated to much better games, but in the bad, we 
will have to wait a bit longer for them. Part of the fault for 
this is Nintendo’s decision to go with the cartridge format. 
It takes much longer to get a game from completion to the 
public on cartridge than it does on CD. In addition to the 
time, there is also a much greater cost in making cartridges 
compared to CD’s. With all the time and money invested in 
a cartridge for the N64, companies are much more careful 
about the games they put out. If you look at the situation 
this way, it is easy to see why Mr. Yamauchi would make 
the statement he did about quality over quantity. One thing 
he did not consider though is that while game companies are 
still working on these top of the line games they must pay 
their bills and as a result they might put out an average 
game just to get something out there to make money. As a 
result, we get games like Aerofighters. 


“We will concentrate on quality games, not quantity for Nintendo 64” 


And while we wait for the retooled games to appear we are 
tortured with the likes of 10 different racing games. Do we really 
need that many? Mu/lti-Racing Championship, Extreme G, Top | | 
Gear Rally, Diddy Kong Racing, San Francisco Rush, Automobili | 
Lamborghini, F-I Pole Position, Crusi’n USA, Mario Kart and 
Wave Race 64, and we don’t even have a good steering wheel!! With 
all these darn racing games, gimme a cool well made wheel with 
floor pedals and force feedback. 

1997 was a rough year in a lot of ways for Nintendo, one of the 
most heart felt was the loss of Gumpei Yokoi, the creator of Game 
Boy, Virtual Boy and the industry standard cross-key directional 
pad. 1997 also saw Nintendo lose to Sony in Japan and have the 
Japanese market turn a cold shoulder to the N64. Nintendo also 


found it difficult to sell N64’s in Europe against the powerhouse of 
Sony, only in the USA has the N64 made significant sales. We also 
saw many of our most anticipated games delayed once again and our 
hopes of seeing a 64DD squashed. Add to this list the fact that 
Nintendo lost some very important software developers to Sony 
which included Square and you have to ask yourself, “How much 
more can they take?” Well, apparently they can handle it because 
1997 was not entirely a nightmare, since there were a few good 
dreams thrown in. 

We were treated to the very cool Rumble Pak which added a little 
something to long nights of 
GoldenEye. We also had some pretty decent games to play, like Star 
Fox 64, Diddy Kong Racing and Bomberman 64. There was even 


some positive outlook in Japan, with the Pocket Monster craze. 
Pocket Monster is similar to the Virtual Pet idea only on a cartridge 


for the Game Boy and in Japan it is very hot. 


What does 1998 look like for the N64? Well, it looks 
pretty darn cool if you ask me. With Zelda 64, Turok 2, Castlevania 
64 and possibly the notorious 64DD with Mario 2 thrown in for | 
good measure, you gotta know that Nintendo will be nipping at 
Sony’s heals for the lead big time. As part of the 64DD launch there 
is another interesting device planned to work with the Mario Paint 
64. This new device is very similar to a Snappy for the PC, in that it 
allows you to grab a screen from any video source and use it in 
Mario Paint, it sounds really cool, we just have to see what the price 
will be. I ust read on the Internet yesterday that Shigeru Miyamoto 
(creator of Mario, as tf you didn’t know) has stated that Nintendo 
will bring the 64DD to consumers for under $120. If Nintendo can 
really pull this price off, it will be a miracle. There is also a rumor 

going around about a new color handheld system which may appear. 
1998 looks to be the year of Nintendo, with ali these exciting 
games and hardware coming out, Sony had better watch there backs. 


By: Shane Walsh 
“The Collector” 


64 Bit Forgiveness 

1997 has been quite a forgiving year for Nintendo’s 
machine. 12 months and still not a single cae titie, and more then 
anyonc’s fair share of over rated duds. No, I am not biased against 
Nintendo, or anyone else, I just call it how I see it. The mantra of 
quality over quantity has been used and abused. Strangely enough, N64 
has some of the most faithful (and blind) fans out of the three systems. 
The reason why I say this is not to belittle the Nintendo faithful (1 own 
Nintendo games too), but I see so many people who blindly believe that 
if they pay more, they get more (i.e. Madden 64 retails $65 Vs Madden 
“98 SS/PSX retails $48. The superior? PSX). 

And the belief that if a game comes to the N64, it must be 
good, because N64 only has good games. Yeah, right. Even Mr. 
Yamauchi knows that phrase doesn’t hold water. 

Yes of course the system had some sure fire hits, but other 
then Golden Eye, where are the mature games? You know, for the other 
50-60% of N64 owners, those of us over 10? Granted: we’re not 
asking for Urotsukudogi:The Adventure game (LORD GOD FOR- 
BID), but I have enough cavities already, if you catch my drift. 

An okay year, not as bad as the first, but no where near 
Nintendo’s previous luster (and I’m not talking about sales, either). 

Prediction 1998: N64 will see a temporary decrease in 
customer satisfaction and system sales. Yet Mario 2 and Zelda 64 will 
quickly put that to rest, with a possible Golden Eye 2/Tomorrow Never 
Dies bringing up the rear. Also, so modest 3rd Party ‘surprises’ 
(Castlevania 64, Turok 2) and the 64DD (heh, heh) will set records as 
the most successful add-on in history. Which isn’t saying much. 


Lavell nee 
“Darkness 
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1997 Highlights: 


-Starfox 64 introduces the Rumble Pack to the 
gaming world, and finally gets the ‘quality’ level 


going. 


-Golden Eye 007 crowns itself as the N64 must 
have game of the year, and proves itself a rarity 
due to short supply and legal issues. 


-More multi-player games make for fun get 
togethers and game sessions. 


-Wheel of Fortune proves that N64 can handle a 
small amount of low quality FMV. 


-Nintendo finally gives a price break and gets 
Diddy Kong in at $49.99, rather then the previous 
$59-69 standard. 


1997 Low Points 


-Not enough genre diverstity (driving, 
platforming, and Ist person perspectives are the 
main stays). 


-Mission Impossible, Ken Griffy, Zelda, and 
Robotech 64 are all sent to the unknown/ delayed/ 
dropped list. 


-Diddy Kong was Nintendo’s entire Christmas line 


1998 Potentials 


-64DD (Bulky Drive) if it ever comes out, may 
yet prove itself. 


-Nintendo finally gets the sequels going, and has a 
promising line up, including Yoshi's Story and 
Mother. 


-Wider 3rd Party support, especially if 


Castlevania lives up to it’s current hype. 


Sega. Where do I start? How about the 
end most of Sega’s executives seem to have 
their heads in? Seriously, the Saturn’s fall 
from grace was completely and utterly avoid- 
able if one rule would have been taken to 
heart: You are never too big to fall. 

Sega started on the wrong foot from 
day one of the early release, with $HIGH$ 
price tags and lackluster titles in tow, the ship 
was born to sink. Now, they tried to correct 
their course by keeping their prices higher 
than their competitors, releasing as many 
Virtua Fighter and Daytona clones as they 
could muster, all the while rushing out could- 
be revolutionary hits at their merely stellar 
States. 

I’m cynical for some very good 
reasons; one being SOA is so condescending. 
They have totally forgotten where they came 
from (as a struggling 8-Bit format, a lowly 
and then highly prized 16-Bit format), and 
relegated Saturn owners to an uncertain 
future. The second being that I HATE FOR- 
MAT CHANGES, and Sega is second to none 


= 
ei 


4 


Sega’s Downfall: A Little Too Rea 


in this category. Even the most forgiving consumer 
must be wary of their looming 64-Bit machine. 
After the speedy demise of Saturn, what retailer 
would be willing to stick out their necks for a 
potential Saturn 2? 

Point is, Saturn’s 70% dead. Sega doesn’t 
care, and whether we like it or not, it’s time to 
move on to a more satisfying system. 

Prediction 1998: Most retailers will com- 
plete the close out of the Saturn, and with the 
arrival of the Dural/Katana, Sega may find them- 
selves in an awkward position with new toys and 
no one willing to sell them. 


Lavell Reed 
__ “Darkness” 


When the Rings of 
saturn Cracked... 


It’s times like this that I wish I had Lavell’s talents 
of summing up everything so perfect in so few words. 
Unfortunately, I’m more of a round-a-bout descriptive 
person. And the Saturn’s story is one that I still can not truly 
understand, or could aptly describe nor explain in such 
limited space. Granted, phrases such as “They screwed up,” 
and “They suck, that’s what’s wrong” simply do not convey 
my slightly paranoid feeling about this matter. Yes, all things 
end. But Sega? I wasn’t at all moved by the 3DO’s demise, 
and kind of laughed off the Jaguar. Heck, I didn’t even cry 
over the fall of Atari, the ‘father of video games.’ Am I an 
ungrateful stepson to that? No. The reason I am so shocked 
at Sega of America’s downfall above the others is for the 
pure and simple fact that this is SEGA we are talking about. 

Sega was always the other half of the coin. The bad 


guys. The good guys. The ones who nipped at Nintendo’s 


16-Bit heels and reminded them that there are other game 
companies out there. They guys who had to be the ‘hip’ system, 
the guys who always had the first thing and ‘best’ thing. I still 
remember the day my mom brought home my Sega CD with the 
money I saved up for so long. It was great, and I never at any 
time thought that what has happened in the last week could. 

| remember playing the Saturn for the first time, with 
Daytona, Clockwork Knight, and Virtua Fighter. 1 don’t 
remember being that impressed, with the exception of the 
transforming boss in CK. I also remember thinking $400 was 
WAY too much to pay for a system at the time. It is now that I 
realize that something in Sega’s nerve center snapped, and it 
leads back to the being ‘first’ problem. Sega had to be first in 
everything. They rushed the Saturn’s development. They rushed 
the Saturn’s release, they rushed Daytona, VF 2, and more. 
They had to be the first. They had to be the first to make sure 
they got you into their world. And now they are the first to see 
that world crumble away. 

1997 was one of the saddest moments in the Saturn’s 
life, for the mere fact that it was starved of SNK goodness by a 
greedy Sony, that it was denied it’s own Eastern children by 
Sega of America, and had to be put on life support with what 
little help companies like Working Designs, Capcom, and 
Hudson could provide. 

So now it is 1998. Sega has just laid off 33% of it’s 
company, and have begun to shut down to skeleton crew status. 
Major players like EA have dropped the US Saturn altogether, 
and go now to concentrate on the PS and N64. There is little to 
no software coming out for the Saturn this year, and what it has 
left is being liquidated to the lowest bidder. Retailers are 
washing their hands of the system, and are pretty much kissing 
Sega of America good-bye. 

So I stand here, holding out a hand to Sega, to bring 
them back into the world of video games. To wipe the fog 
(probably from the N64, *snicker*) away from their eyes, and to 
let them know what needs to be done. 

There is a system at Sega of Japan in development, and 
already it is showing signs of a repeating history. Sega is going 
with a graphics chip that is not widely supported by the industry, 
and are again playing pompous men with the ‘It’ll work, just 
watch’ attitude. Sega needs to get their head out of the clouds 
and wake up. They need to sit down with a bunch of developers, 
treat them to dinner, and for once in their life listen. 

Then they need to take whatever they have, and 
revamp it again. I don’t care how well it runs Virtua Fighter 3. 
If no one but Sega can use it, it’s pointless. And then they must 
- completely re-work the Sega of America, with or without SOA’s 
help. | 

Sega of America is at the Defcon | status. If they can 
somehow live off of customer support hot-lines and desk job 


personal till the Dural-Katana-Saturn 2-whatever comes out, 
and-then slowly, and intelligently rebuild themselves, we may 
see the Phoenix rebirth of a company that could live again, to 
nip at both Sony’s and Nintendo’s heels. If not, the feet of 
those heels will leave footprints on Sega’s grave as their 
owners walk all over it. 

And that Next Level is something not even Sega 


deserves. 


Jason Dvorak 
*DangerBoy* 


1997 Highlights 


-Import Satrun does extremely well, with | 
Grandia, Shinig Force fl, and Silouette Mirage. | 


-Import Released Ram Cart gives the Saturn a } 
much need boost. Near, if not Perfect conver- 
sions of Metal Slug, X-Men Vs Street Fighter, 
Saumral Shodown 4, and Fighter's History 
Dynamite prove the 2D powerhouse that 
saturn is. 


1997 Low Points 


-Pretty much the entire American year. Al- 

though Fighters Megamix, Resident Evil and 
Marvel Super Heroes made sales, it still wasn't] 
enough to help out the US system. : 


1998 Potentials 


-The only potential thing in 1998 is the scores | 
of good deals gamers get on games that have | 
been liquidated to as low as $5. This is pretty 
much the end of the Saturn. 


Playstation 


ONE 


“Ok, joke’s over! Give me back my arm!” 


: You awaken in the ruins of a dark and scummy apartment. You shake your head 
and look around. The room is vaguely familiar to you. Your thoughts are extremely muddled and 

you remember nothing of your past. As you try to compose yourself, you notice that your body 

feels different. It's heavy and numb. You notice that your left arm is encased in a metal shell; a 

weapon of some kind. As you inspect it, you realize that it S your left arm! In shock, you stumble 

around the room trying to figure out what the hell is going on. Suddenly, there is an almost ear 

| piercing sound outside of the apartment. Whatis it? It's a screaming missile heading directly at 

| you! So, you do the only thing you can do; RUN LIKE HELL!! Welcome to the future, Mr. Cain. 

Thus is the story of John Cain; a futuristic warrior who doesn’t know anything about 

| himself or what his purpose is. All that's known is that the police want him dead. One is 

| reminiscent of Loaded in the sense that it’s pure, unrefined carnage bent completely on revenge. 

| What separates the two is that One isn’t as technical. In Loaded, keys were needed to access 

rooms and to exit a level. Whereas in One, it’s simply if it gets in the way, blow it up. Contra 

| comes to mind. 

One’s stages are very elaborate and well detailed. Each stage more stunning than 

| the next. The first stage drops you right into the action as you make your escape from the police 

| through an abandoned building. Right away, you'll notice a mammoth police chopper outside the 

| windows firing a steady stream of bullets and rockets that not only shatter the windows but also 

destroy the catwalk you're running on and the support beams holding the building together. No 

sweat. Then, if you're fortunate enough to make it out of the building without either being riddled 

| with bullets or having a pillar fall on you, you get fo venture outside on the rooftops. Ahhhh the 

Metropolis; bright lights, big city. Reminds me of Vegas. Now, not only do you need to kill the 

| metro police and other thugs, but you must also jump from rooftop to rooftop destroying billboards 

| and avoiding falling debris and barricades. (Are you sweating yet?) In this stage is where One 

| hits a snag. One has a sort of roaming camera; it changes angles almost randomly and 

| sometimes when you really don’t want it to. For example, in Metropolis, certain areas require 

| multiple jumps onto narrow platforms and sometimes the camera will give barley enough of an 

| angle to see what you're jumping onto. So, instead of a top-down % view, you get a 3 person 


Tomb Raider-ish view. Very frustrating. 

| The Mountain Fortress stage doesn’t get any better as far as camera angles go, but the level is 
gorgeous!! | won't go into detail about it, I'l leave all the excitement for you to discover. | will say 
| this; clear your day because this level is long. It's at least 45 minutes to an hour. 

Here's where ASC Games went nuts. John Cains’ main weapon is that big plasma 
| cannon he has for an arm. The power and intensity of his laser is determined by his “State of 
Rage”. The “State of Rage” is monitored by a neat little device called the “Rage Meter” which is 
attached to Cains’ heart. The meter also doubles as a life bar. As you destroy obstacles and 
officers, the meter increases and changes color from green to yellow to red and finally to a 
violent, pulsating blue that signals full rage. But, that’s not all. Cain can also fight hand to hand 
using a combo of punches and kicks that elongates as his rage increases. But, that’s still not all! 
Cain can find special weapons to use like a pulse laser cannon, a homing missile launcher, and 
even a flame thrower. And you haven't seen fire effects until you see these!! Lovely!! These are 
all used with Cains’ “good arm”. 

The music and sound effects are straight out of Terminator 2; especially the music. 
| The music really draws you into the on screen action. What's also cool is that you can hear the 
| police talking over their radios saying things like “He’s too strong!” or “What's this guy made of?” 
He's made of piss and vinegar if you ask me. 

One is also analog compatible, but | don’t advise using it. It makes the game a lot 
harder than it should be. 

This game is perfect for people who crave nothing but senseless destruction in 
their games (Like me) It's a good stress reliever for those days when someone at work or school 
really ticks you off. Just imagine that everything you destroy is that person. Besides that, ifs just 
a blast (get it?) to play. So, if you have any good common sense, and I’m sure you do, check out 
One. 


One man. One Solution. One Hell of a Game! 


Graphics: 96% One 
Sound/Music : 99% ASC Games 

| Controi/GamePlay : 90% 1 Player (Duh!) 
Overall: 95% Analog Compatible 


Ghost 


“Again, Legendary Men Return” 


Fatal Fury has been one of SNK’s most popular series, next to King of 
Fighters and Samurai Shodown. Fatal Fury Special is still one of the more popular 
older titles, and the series has several anime based movies about it. After a lacking 
3, and the pretty cool Real Bout, Real Bout Special seems to show the wear of a 
series that has stretched 7 years (7 years?! I feel a gray hair coming...) 

Now, that may seem like a dismal opening, but in all honesty, I like the 
game a lot. SNK has really gone the extra length to give the series that anime look. 
Krauser and Franco Bash are HUGE, and the landscapes seem more colorful and 
fictional, then the realistic settings of FPS and RB. New animations have been 
added, like the return of Terry’s ‘real’ Power Wave, from the original /'F, instead of 
the Rep pu ken looking one of FF 2 on. Krauser’s Fatal is now the one from the F#2 
anime, where he spins around ala Tung Fu Ru and causes a massive Tornado spin, 
causing an average | 7hit Rush and like, 50% damage. Mai has finally been given 
a...um... humble’ make over, and isn’t as..um...’over exposed’ as she was in the 
KoF series. | like this Mai the best, for this and because of some of her newer 
moves. 


The music has some really nice remixes of old favorites, like Cheng’s 
and Billy’s stage music. The Saturn voices are actually good this time around, 
though still not as up to par with XvsS¥'s. Speaking of music, there’s a neat bonus at 
the end of the game. Once the credits are through, the game loads up the “RBS 
Sound System”, and a Blue Mary music video comes up! Now, granted, it’s not 
really that animated, and she is singing in Japanese, but damn, that’s one of the 
coolest sounding Blues songs I’ve ever heard, and hey, it’s Blue Mary, so I ain’t 
complaining... 

The control is very good, and 1t does respond most of the — but here 
is where I must take up my soap box and protest SNK. Fatal Fury Real Bout 
introduced a new controller set-up, that, in my opinion, is so out of whack that it 
needs to be changed as soon as possible. Rather then make the game 6 button 
orientated (like Samurai Shodown), they instead hacked it so that there is one 
punch, one kick, a special button, and a line change button. This just takes all the 
fun of setting up for Weak to Strong 2-1’s, and removes the variable speed fireballs. 
It also dumbs down the combo system, which just irks me to high heaven. SNK, for 
the love of all that is SNK, get back to the 6 button layout. Please! 

I have never played the Neo Geo version, so I can’t really give a side by 
side comparison. As a stand alone game, Real Bout Special is one of those ‘love it 
or hate it’ fighters. Unfortunately, I love the series and the game, but hate the control 
set up. If you’re into 2D fighters, and XvsSF is not to your liking, try RBS. It’s a hell 
of a lot better the Fatal Fury 3, but it just doesn’t have that “oomph’ that Real Bout 


had. 
Recap: Fatal Fury is 


beginning to show it’s age, but a solid 
game and nice anime-ish graphics in 
RBS keep it fresh. 


Real Bout Special 

SNK 

1-2 Players 

| Meg Ram Card Required. 

4 Meg Compatible (One meg only) 


Graphics: 84% 
Sound/Music: 80% 
Gameplay/Control: 74% 


Overall Review: 85% 


NOTE! You must have an 
import Saturn, a modified US 
Saturn, or a Pro Action 


Replay 4 in 1 to play this 
game. You CAN NOT doa 
swap trick with a converter 
and ram cart! 


| DangerBoy 


Import Play. station 


. _ Armored Core: Project Phantasma 


Return to the Core: A Follow up to Armored Core. 


Welcome back to the world of mechs! Project Phantasma is the 
sequel/upgrade to the unbelievably good Armored Core that proves yet again 
there are some mighty talented small developers out here. PP. takes mostly 
everything fans loved about the first and trumps it all. Graphics? A lot more 
detailed in the important areas: Mech designs (both friend and foe), outside 
areas are a lot more varied. A.I. Balance? Those Star Wars rejects’ with the 
dead-eye aim are gone! Rejoice! Plus a few less cheap hits. Control? 
Thankfully, the response lag on the movement has been shortened. Variety? 
It’s in there. From missions that have you rescuing comrades to transport 
interception, the overall mission package is as widely varied as the first one. 
What about new parts for the mechs? PP. comes to the table adequately 
equipped with new components in every category. And a new “VS Computer’ 
Mode in which to battle for most of them. And of course the music (if not the 
sound effects, sigh) receives a powerful dose of techno-industrial. While not 
for everyone, it does match the action accordingly. An impressive package 
indeed. Yet not without it’s flaws, however. 

As much as I enjoyed the original, PP. seems to have faired 
through an exhaustive playtest as the former. 

Some levels are burdened with slowdown (especially the new 
half-screen 2-Player mode) that truly distract from the enjoyment of playing. I 


know longitivity had to be a question someone at least thought about. Even 
with me stumbling through an occasional level 2-3 times before I figured 
out the objective, I had a sortie count of 21 at the end of the game. That 
kind of irked me considering AC is all about the missions (also consider 
that the original had 46 missions). 

Also, what is soon to be known as a From Software trademark, 
intimidatingly hard, ego crushing, hack happy, aggravatingly cheap last 
levels. Trust me, you will hurl your PSX pad at mind-blinding speeds at 
the wall over the following: The final battle with a previous antagonist 
who went home and opened a CASE of whup-ass and is gleefully blasting 
you into Raven-heaven. The disturbing glitch in where the computer can 
take any single-shot gun and incapacitate you. Repeatedly, over and over, 
death is your only savior. 

~ It all sums up like this: From Software will forever be known 
as the developers who jump-started a mediocre genre, showing everyone 
how mech-combat should be done. But this sophomore effort, while 
definitely better then most other mech sims, falls a bit short of the glory of 
the freshman Armored Core. This one is for mech-fiends only. 


Armored Core: 

Project Phantasma Graphics: 90% 
1 Player Quest Sound/Music: 85% 
2 Player Vs Control/Gameplay 80% 
Link Mode Available Overall Review 80% 


Darkness 


“Don’t stick your tongue out at me!!” 


Your reason for traveling through the game is to find the white 
rabbit who led you down the rainbow covered pot. There are four 
different characters you can choose from to find the crazy rabbit. 


Basically You have Davey, Linda, Fred or Jack at your disposal to 


complete your task, and they all pretty much work the same. You 
navigate through 6 different levels which each have there own 
distinct characteristics; Jungle Land, Ant Land, Bomb Land, Desert 
Castle, Kids Land and Ghost Castle. Each level requires you to 
use different techniques in order to complete them, which get more 


complicated as you go on. 

In addition to the adventure 
one player game it also has a 
cool multi-player game. You 
can have up to 4 chameleons 
battle it out on 8 different 
boards. Two game types with 
4 boards each include Battle 
Royal and Time Trial. Battle 
Royal is basically last man (or 


chameleon) on the platform wins, this is challenging since the 
platform is floating in space and if you fall off, your done. Time 
Trial on the other hand is set on a platform in a room, so if you fall 
off, you can jump back on. Winner of the Time Trial is the player 
who is on the platform the longest. I found both to be fun and sort 
of reminded me of Poy Poy for the Playstation, since they are set 
on platforms and you can throw or shoot things at the other 
players. 

For all the short comings and things I would have done differ- 
ently I really enjoyed this game. All of the frustrating items and 
tricky moves you need to complete are actually addicting. I found 
myself many times getting really angry at the game for being 
difficult and then picking it up again and completing the board. Ina 
way, I guess that’s what makes a great game, one that is just 
difficult enough that you have to beat it and come back again and 
again until you do. 

RECAP: Overall, this is a fun action game in the same style as 
Mario 64. But it is not put together as smoothly as Mario and has 
a few camera problems that you must deal with and may prove 
frustrating at times. I think it would make a great addition to your 
current N64 library for it’s fun cartoony feel and the 4 player 
portion. In my opinion you can never have enough 4 player games 
when friends come over for all night gaming. 


Chameleon Twist Graphics: 90% 
Sunsoft Sound/Music: 85% 
1 Player Quest Conrtol/Gameplay 91% 
4 Player Battle Overall Review: 90% 
Rumble Pak Compatible 

The Collector 


Playstation 


_ Final Fantasy Tacti 


Tactics to live by 


While so very many of you are now currently living/have lived the experience that 
is Final Fantasy VIF, there has been a game out in Japan for a few months now that I feel is 
superior to that RPG. Truthfully, there cannot be many comparisons drawn between the two 
games despite the fact that they have 66% of thier titles in common. But, while Final Fantasy 
VIT is more of a story and therefore a traditional RPG, Final Fantasy Tactics is less, but more. 
Meaning that while there is less FMV sequences and less “important”, i.e. Main Characters, in 
my opinion there is more to enjoy and experience within Tactics. 


So, what is so good about Final Fantasy Tactics, you ask? Well, this is a difficult 
question to directly answer, due to the fact that it cannot be simply answered in the manner like, 
“Tt’s just the best Strategy game of all time!” or something ridiculous like “It’s a lot like 

, but cooler.” Tactics is different from that....you know that you don’t want to say that 
it is the #1 game of all time, but yet, you know that it deserves a lot more popularity and should 
take some away from other inferior Doom clones or the like (Why 007 is so universally admired 
will mystify me to no end). 


You are in command of a small army of soldiers and the like, and it is your aim to battle 
your way to victory. Obviously there is much storyline to be explained, and since this is a 
Square game you can expect the story to be superior to most novels published, but the story line 
is information that I do not have nor need to discuss now. The battle is fundamentally the whole 
game, but it’s not just a battle sequence in other Final Fantasy games. The battle area is laid out 
upon an isometric grid which is full of landscape items or buildings, depending upon the 
scenario. And, not only are there physical obstructions to the paths, butthere is very little that is 
flat upon this field; there are many hills, rocks, and buildings to climb upon and around, thus 
giving the game a true 3D feel and justifying the use of polygons. It is up to you to set up the 
right strategic manners to eliminate your enemies while keeping your soldiers alive; and this is 
by no means easy to do; the enemies are quite difficult to destroy without suffering dire 
sacrifices, and when you start there is very little power that you yourself have (thank God for 
the guests). Suffice it to say that this game is a challenge to your intellect and patience and 
persistence in video games. It has been a long time since I felt such a feeling of challenge and 
depth than what I have felt here. 


But what I feel is of more relevance to all of this is the feeling that you get when you 


actually sit down and play the game. From the 

_ moment you press the power button and get past 
the Sony logo, you are immersed into a colorful, 
whimsical introduction with full orchestral music 
seeping into your subconcious. This music is 
quite easily the best music I have ever heard in 
such a game, and it adds an entire dimension to 
Final Fantasy Tactics. Only when the game loads 
(and the load times are few, far in between, and 
short) is this game not singing to you; you get the 
feeling that you have entered “a world of 


worlds”, something real but more correct. 


And the storyline sequences are not either straight blocks of text nor full-screen FMV, 
instead it works within the game, having a “staged play” of sorts upon certain battlefields and in 
certain locations around the area. Even the stores are set up in the same isometric manner, 
giving a very consistent and focused feel to the entire game. I have yet to find a single mini- 
game, humor part, or other such things to spoil the illusion that Final Fantasy Tactics 
successfully creates. Now, don’t get me wrong with that; there most certainly are times when 
comic relief, mini-games, and other such things do add to the gaming experience and do fit 
within the game. But, once you play this game, you know that what you see is what you would 
want to see. 

Recap: Zactics : The game that all intelligent gamers should experience. 


Final Fantasy Tactics 


Square 

| Player 

Graphics: 99% 

Sound/Music: 100447)% 

Gameplay/Control: 100% 

Overall Review: 99% 
TheFonz 


Oh my goodness, it’s 3D Time Killers 

After the tramatizing time machine incident with War Gods, our 
undercover agents here at Game Rave have secretly planted a “bug” inside the 
boardroom of Midway Entertainment to avoid any more personal staff injuries. 
They're currently discussing plans of developing a new fighting game named 
B.LO.ER.EA.K.S. Let's listen in shall we? 

Game Designer: “Sir, | have a good idea. Do you remember some 
years ago a little game by the name of Time Killers? You know, the cheesy 
fighting game that wasn't popular at all, had absolutely NO play control, and you 
could sever an opponents limbs in mid fight. Yeah, that one. Well, | was 
thinking. Seeing how War Gods was so <ahem> “popular” and we don't want to 
make a War Gods 2, although we probably will anyway, | figured why don’t we 
combine the two and make the computer Al so cheap that people will be so 
determined to beat it that they keep pumping money into it just like War Gods! 
So, what do you think?” 

CEO: “That's brilliant! Get on it right away!” 

Designer: “Already done sir! The game is finished and ready to be 
shipped to arcades across the country. All we needed was your approval.” 

CEO: “Good man! Of course you and everybody else will be given 
the usual payment of twinkies and copies of Cruis’n USA. And as a bonus, |’m 
throwing in MK Mythologies! Lord knows we have enough copies! 

And there you have it ladies and gentlemen. More gaming originality 
from the minds at Midway! 

B.LO.ER.E.A.K.S. , as you know, is a futuristic, one-on-one fighter 
that consists of about 10 characters who are all well...freaks! They're either 
cyborgs, half human/half machine, or just plain psychos. The characters are 
quite colorful to say the least. 

The button configuration is almost completely pulled straight from 
Tekken because it has that left punch, right punch, left kick, right kick set up. 
There's also a thrust button on the joystick which is used to maneuver yourself 
out of a sticky situation. The thrust is of course limited and a thrust meter does 
appear to let you know when it overheats. However, it’s pretty useless because 
even if you thrust away from the computer, it will hunt you down like the dog you 
are! Also, there's a “Shield” button. Another word for block. (MK anyone?) Now 
here is the kicker about the shield. Like the thrust, the shield is limited and also 
has a meter to let you know when it will run out. This sounds fair enough until 
you realize that when you hold down that button and the shield runs out, it 
instantly refills. So.what that méans is that your character is invincible! Not to 
mention that you can even attack WITH THE SHIELDS UP!!! AMI THE ONLY 


Right now you're probably thinking “how can this game get any 
worse?” Well, I'll tell you. Mid-fight fatalities. No,it's nota typo. You can literally 
end a match with one move. Sure it's obvious when you execute the move, but 
it's just the fact that it can be done just like (dare | say it} Time Kilfers!! | can feel 
my stomach constricting right now!! And that’s not even what really gets the 
bowels moving! Lef’s say it's round one and the first thing you do is the torso cut 
and it successfully connects. (by the way, the fatals are printed on the machine) 
OK, the legs dance around for a minute and fall over. You would think that 
person is done for and you should go to the next stage right? | don't think so. 
Why did the announcer say “Round 2”? Did | miss something? | just cut this guy 
in half, WHAT DO YOU MEAN “ROUND 2"?? At this point, just let go of the 
controller and let the computer do one of its many billion hit combos that you 
can't block. 

| will give the game one thing; it does have some beautiful graphics 
and sound, but that’s it. This game is for looks only. Play this game only if you're 
down fo your last two tokens and Tekken 3 and Marvel vs. SF are crowded and 
you really don't care what you do with those two tokens. In other words, play this 
as a last resort. Trust me! 


BLOFREAKS Graphics: 90% 
Midway Sound/Music: 85% 
1-2 Players Control/Gameplay 80% 
Arcade Only Overall Review: 80% 


PSX and N64 versions soon 


Ghost 


crets of the 


Game Rave Teams up with Sega Sages 


Game Rave has just formed a partnership with Sega Sages, the Internet’s largest site for tips, 
codes, tricks, and passwords. The team up will bring a new code section to Game Rave, called Sage 
Advice. Starting next issue, Sage Advice will be a dedicated 2 page section featuring the latest codes and 
passwords that appear on the Sega Sages web-site, which is updated daily. This will also help Game Rave 
with reviews, and get the magazine out to the public. 

Sega Sages is an extensive web site, and it features nearly every system. From Playstation, N64, 
and Saturn, to NES, Master System, even Game.Con and PC games. The site contains 1000’s of codes, 
and averages roughly 300,000 hits a month. They are part of the Imagine Games Network, which is 
connected with other gaming sites on the Web. 

Sega Sages originally started as a pure Sega devoted site (hence the name), but has expanded 
greatly in it’s four years of being on the web. They also contain a vast amount of links and other cool 
game related information. 

In the months to come, the team up will be expanded upon, and be beneficial to both sides, and 
most importantly, the gamer. 


Sega Sages is located at www.segasages.com. 


Konami’s programming ‘C’ 


Konami sent us these screenshots 
directly from Japan, with the at- 
tached note that read “This game 
‘C’”. C looks like it ‘could’ mean 
Contra, since that what the screen 
shots resemble. C is due out in 
March for Playstation. 


Sega of America Downsizes of the system. 
to Minimum Requirements Major chains such as Wal Mart and Target 


As if nothing else could go completely have liquidated their remaining inventory of 
wrong, Sega of America has cut 1/3 of it’s staff, games and software, clearing out the shelves to 
reducing the company to minimal requirements. make room for Playstation and N64. 


This means that what little game support they This leaves SOA in a literal ‘hibernation’, 


had internally is now slowed down even further, waiting for the release of the now labelled 

and will probably only release a smidgen of ‘Katana’ system to get restarted as a company. 
titles, if that. 3rd Party companies like Elec- _ Time will be the only judge to see if the 
tronic Arts have also announced their dropping remaining 2/3rds of Sega will remain past E3. 


NINTENDO 64 


| Wayne Gretzky’s 3D Hockey ‘98 
-Hidden Teams 

In the options menu, hold the L button, and press C-right, C-left, C-left,C-right, C- 
| C-left, C-Left, C-Right, C-left, C-left. If done correctly, a “1” should appear on the 
screen. You now have access to the old Minnesota, Quebec, Hartford, and Winninpeg. 


By Request: 
Kenneth Taylor of 
Joliet, IL was looking 
for GAME SHARK 
CODES! 


PLAYSTATION 


| PLAYSTATION 


Colony Wars 


ega Man X4 


harrniie Eas -Disable All Cheats Enter 'All cheats off as a password. 

niinite Lives | -Infinite Shields and Weapons Enter 'alexander' as a password. 
801722040002 | -Level Select Enter ‘Commander Jeffer' as a pass- 

pp word. 

ay Storm 7 -Unlimited Primary Weapon Power Enter "Tranquillex' as a password. 

| Infinite Special Attacks (P1)— | -Unlimited Secondary Weapons Enter 'Memo X33RTY' as a password. 

| 800d787a1000 | ~Unlimited Shields Enter 'Hestas Retort’ as a password. 

-Infinite Lives (P1) 

| 800d784c0005 | Command and Conquer: Red Alert: 


Passwords - Allies 

Level Password 

2 PJLOC3IEW 
ECS5NAHTU 
9BFVYZAZ8 
P4XS4CZVC 


Tobal No. 1 


-No codes at this time ONE 


All Weapons 

To use any of the One's 
impressive aresenal of 
weapons, enter the 


Tomb Raider 2 

-All Weapons 

1) Sidestep left, sidestep right, 
sidestep left 

2) Hold the WALK button and 
move backwards then for- 


SATURN 


7TXIQW4KQI 


Street Fighter Alpha 2 
FNo codes available for 
|US version. 


LX-Men: COTA 


3 
4 
5 
| 6 FMNAE6U08 
7 
8 


WPLAGLJ2G 

4ATNT8RJ21 
FZOZY7ZQA 
XOFIZVIZI 
SRNHTXLRY 


wards. Release the WALK 
button. 

3) Turn around three times in 
any direction. 


password "Maxpower". 


Level Select 


To start on any level, 


113. J7VEWVTO9 
enter the password 


14 OLHDAPYHL 


4) Jump backward. and 
immediately press and hold the 


+-Master Code (Required) 


F6000914 C305 | 15  17LE3FDV ROLL button. "Hevyfeet". 
B60C2800 0000 
| ; Passwords - Soviets 
Infinite Energy (P1) Level Code 
| 160E4190 008F : eel Sonic R 
Infinite Energy (P2) 3 Mcel ha ioe --Bonus Characters | | 
| Collect all 5 Sonic Tokens in a race and finish in the top three and you will then 
160E4590 OO8F | 4 LHO6FZZQL , , | 
infinite Time 5 BUVV20LFF face off against the hidden character for that track. 
J | 6 AVYQLOYA8 
160E4808 960F |>5  fyritmoan  [BomsCouse | | 
|Get Ist place in the first four courses and the Radiant Emerald course will become | 
Super Bar Always Full (P1) 8 YQX4C9GFH levaiile 
piay: 
IGUESIOROUSE: |e. 8 “Tesaraeik | edonitiawbi 
--Uuplicate Characters 
| Super Bar Always Full (P2) 11 CDLKYL704 Player 2 can play as the same character as player | . The first player picks a 


character then the second player high lights the same character. Hold X + Y + Z. 


160E4594 008E 


8TSGGDK25 
XSCDEOKN8 


This also works for super sonic and all hidden characters. 


Going Postal 


Dear friends at Game Rave, - 


Congratulations on your magazine. I found it to be entertaining, enlightning, 
and down to the point. Especially your article on “How the West was Lost.” I am a lover of 
both the Playstation and the Saturn, but Sega let Sony get too much of a lead on them. I 
mean the Saturn had a good fighting chance. But our pals at S.O.A. cut their own leg off. I 
am a big fan of anime, 2D games and the almighty god, Capcom. I think the Saturn was 
built for gamefans like myself. 3D is okay, but it gets old after a while. I am also a Game 
Shark fan. Do you happen to have the codes for these games? I can’t find them anywhere. I 
even wrote the company and they couldn’t find them. 

It’s as follows: 


Playstation: Saturn: 

Mega Man X-4 Street Fighter Alpha 2 

Tobal #1 X-Men: Children of the Atom 
Raystorm 


Thanks a lot guys. Keep up the good work! 


*Thanxs’ 
Kenneth Taylor 


Dear Kenneth, 


Thank you for the compliments, we are doing all that we can to make this a 
great magazine, and it’s letters like this that let us know we're doing something right. 
Your letter has some key phrases that I'd like to expand upon. 


1) “..am a big fan of anime, 2D games, and...Capcom” 


if only America realized how much this meant. The Import Saturn has many 
anime based games ( Super Hobot VWvars, which has various anime based mechs such 
as Gunbuster, Gundam, and so forth, RayEarth, Dragonball, Sailor Moon, Blue Seed, 
and so forth], and has a special adapter card that allow CD movies on your Saturn. In 
fact, apparently, there’s now a DVD card available. 

Capcom, SNK, Data East, and Sunsoft, all of which produce quality 2D 
fighters, are in full swing with using the Ram Cartridge.Data East’s Fighter's History 
Dynamite has NO LOADING time after it’s initial boot up. Many games are Ram 
necessary to run, and they are all 2D games that have incredible animations and 
moves. 

Heh, a few of the staff would agree with you on the ‘god’ part of Capcom, 
but that can only be attested to the Japanese part of the company. The US Capcom is 
just as much to blame for some failures, such as the censored Resident Evil, and having 


GAME RAVE SUBSCRIPTION ORDER FORM 
Now you can get Game Rex right in the comfort of your own home! 
With three different subscription plans, you can’t go wrong! 


‘To Order: 
Choose one of the following Subscription plans: 


Send your letters, com- 
ments, cookie recipes, 


Letters to the Goofy Editor hate mail and questions to: 


Plan 1) 3 Months (1/4 year) for just $3.60. You save $0.90 off the cover price! 
Plan 2) 6 Months (1/2 year) for just $7.20 You save $1.80 off the cover price! 
Plan 3) 12 Months (Full year) for $14.40 You save $3.60 off the cover price! 


> 


Please make your Check or Money Order (No cash, please) to ‘Game Rave 


Fill out the following information: (PLEASE PRINT CLEARLY) 
Name: Last 
First: 
Address: 
Apt: # 
City: 

Code 
Payment Type: [ | Money Order [| |] Check 
Plan Number:1 2 3 


State: 


Going Postal 


the audacity to release the rumored X/Ven Vs SF EX, which will only have ‘one on one ' 
fighting, with no tag-team [what's the EX mean? ‘EXcept tag team’ maybe...) in America. 


2} “Do you have the [Game Shark] codes?” 


Well, it took a lot of digging, but we did manage to find some codes up, with 
the help of our newly acquired code base, The Sega Sages. Check out page ?? for the 
codes. 


3] “| think the Saturn was built for gamefans like myself.” 
Now if only the game companies could réalize that... 


Actually, your use of the phrase “GameFans.” brings up a personal side 
note. | used to be a very, VERY avid reader of Game Fan. Ever since they first reported 
about Street Fighter 4so many years ago. Hell, | even have an issue autographed by a 
few of the editors and the artist, Terry Wolfinger. But | stopped picking them up about a 
year or so back. Why? They had become like so many 3D games; all graphics. They 
have by far the coolest layouts | have everseen, but they always seemed late, or 
misinformed, and so forth. And then there was the whole ‘Air Combat’ review problem. 

When Game Rave was still in the brainchild stages, The Collector brought a 
bunch of ‘pro’ magazines to the meeting. We sat there and analized all of them, and 
wanted to find out what not te do with Game Have. We soon realized how much Next 
Generatior’s reviews sucked, haw much Ultra Game Players couldn't stick to an opinion, 
how childish and really late GamePro was, and how EGM had jumped off the deep end 
with the most biased Top 100 we had ever seen. It also seemed like a few magazines 
were trying to hard to be ‘hip’. 

The entire staff here believes in one thing. That the best way to reach the 
player is to simply be ourselves. To write as if we were standing next to you, talking in 
person. It’s a formula that has so far succeded, and will hopefully continue. Sure, we'd 
like to have the graphic splendor of GameFan, or the deme disk from Playstation 
Magazine, but far now, we stand by the one thing that breaks us from the mold. Truth 
and honest reviews. 

And that’s the good work we want to keep up. 


Doing what we do best, 


Jason 
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